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ABSTRACT

This article describes the design of the Lucid Peninsula, a Physical Narrative Art Installation,
developedtoengageawidevarietyofaudienceswithapossiblefuture, inwhichthepracticeof
luciddreamingplaysanimportantrole.Inthisarticle,theauthorspresentanddiscusstheresults
fromthein-the-wildevaluationoftheaudiencereceptionoftheartwork.Ofparticularconcernis
theassessmentoftheroleofthevirtualreality(VR)interfacesdesignedtodeepeninvolvementand
interactionwiththeartpiece.Thisarticlereportsontheconceptionandproductionoftheinstallation
aswellasitsevaluationandderivedinsights.Thestudyprovidesevidenceofthepositiveroleofthe
360°mobileVRassetsinstrengtheningthenarrativeandtheartist’sintentintheLucidPeninsula
artisticinstallation.ResultsshowhowtheVRinterfacesupportedengagement,positiveaffect,and
reflectionsonthephysicalnarrativescenario.
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INTRodUCTIoN

Thewidespreadavailabilityandaffordabilityofdigitaltechnologiesiscontinuouslyinspiringartists
toexperimentandmakeuseofthemintheirartworks.Thefascinationofartistswithtechnologies
goesbackalongtime,manifestingtheconvergenceofartandelectronicsinthelate60s,withworks
suchasPULSAandKluverandRaushenbergExperimentsinTechnologyandArt(Bornstein,1975)
tonameafew.Butitisonlyintheearly1990sthatNewMediaArtandComputationalArtemergedas
amovement(Tribe&Jana,2006).ItisintheseyearsthatArsElectronica,todaythemostprominent
eventonartandtechnology,emerged.Whatwasoriginallyanexplorationofcomputer-controlled
devicesforartisticexpression,suchasscreensandaudio/videofeedback,quicklyexpandedtothe
physicalenvironmentandaugmentationofhumanperception(Paul,2015).Theevolutionoftheprize
categoriesinArsElectronica1illustratesthetrendsintheartandtechnologydomain(Trifonova&
Jaccheri,2008).InteractiveArt,includinginstallations,appearsintheearly90sandiscurrentlyone
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ofthemostimportantcategoriesinthisevent.Today’stechnologicaladvancesinPhysicalComputing,
theInternetofThings(IoT)andVRincreasinglyinfluencetheArtscene,allowingartiststomake
useoftechnologyasacreativemediumperseandasasupportfortheirart(Abbasi,Vassilopoulou,
&Stergioulas,2017).Artistssculptinteractiveexperiencesengagingwiththepublicthroughdigital
mediaandaudienceparticipation(Hu,Frens,Funk,Wang,&Zhang,2014).Thistrendencourages
artiststoconsiderHuman-ComputerInteraction(HCI)methodsandtechniquestocaptureaudiences’
feedbackasconstructivemeasuresthatcanimprovetheaudiencereceptionoftheartwork.Similarly,
HCIhasextendeditsfocustoconsiderwhatmightbetermed“culturalapplications”ofcomputing
andthenewchallengesposedbyanemerginggenerationofartistic,entertainment,leisure,heritage
andsocialexperiences(Benford,Giannachi,Koleva,&Rodden,2009).Mosteffortsinthisdirection
arecontributionsfromartistsandresearchers(Morreale&DeAngeli,2015)(Trifonova&Jaccheri,
2008).Nevertheless,theevaluationofdigitalartwithinHCIresearchisstillanopenchallengeand
requirebroadermeasuresofuserexperience.ThisarticleframestherisingpotentialofVRimmersive
interfaces in Art Installations, in parallel with the challenge of designing and evaluating them.
Bysharingourdiscussion,theresearchersenvisagecontributingtobothcommunitiesofcreative
practitionersandscholars,informthemandinspirethemthroughourfindings.

ReLATed woRK

ThissectionhighlightsrelatedworkinDigitalInteractiveArtInstallations.Finally,theauthorsreview
themainHCIanduserexperiencemethodsforevaluatinginteractiveartinstallations.

History and definitions
TheconvergenceofArtandElectronictechnologiesdatesbacktothe1960s.ThefirstComputer
ArtExhibitiontookplaceatTechnischeHochschuleinStuttgartin1965,followedbytheHoward
WiseGalleryinNewYorkcity(Trifonova&Jaccheri,2008).InstallationArt,ontheotherhand,
isaphenomenonwhichmightbetracedbacktothebeginningofthe1900,withartistslikeMarcel
Duchampanditswork, the“Fountain”, in1917.For thepurposeof thisarticle theauthors look
atInteractiveInstallationsasasubsectionofInstallationArt-acontemporaryartforminwhich
theviewerisrequiredtophysicallyentertheworkinordertoexperienceit(Jacuccietal.,2009).
InparticularwelookatonetypeofInstallationArt,whichisPhysicalNarrative.Tonameafew
examplesofPhysicalNarratives,wehighlightPunchdrunk’sSleep No Moreenvironmentaltheatre
(Piepenburg,2011),andTime’sUp’sexperimentalsituationsthatencourageopen-endedexplorations
ofphysicallyconstructedstoriesrichspaces.(Time’sUp,2013).

Interactive Art Installations: From Physical Computing to extended Reality
InthelastdecadetechnologieslikePhysicalComputing,VirtualRealityandtheInternetofThings
(IoT)havebeenincreasinglyusedbyartiststocomplementtheirwork(Kahan&LaBerge,1994).In
thissection,theauthorstraceaconnectinglinefromearlyInteractiveArtinstallationstotherecent
renaissanceofVirtualReality(VR)andthecomingaboutoftheExtendedReality(XR)paradigms
(Klinker,Stricker,&Reiners,1998).PreviousintegrationoftechnologywithInstallationArthas
focusedontheuseofspeech(Wright,Evans,Linney,&Lincoln,2007),gaze(Satomi&Sommerer,
2007)orbodymovement(Morreale&DeAngeli,2015),asinputforinteractiveartwork;theuseof
actuated/kineticdevices(Schardt,Schmitz,Käfer,&Hofmann,2015)orprojectionandtouchscreens
(Aasbakken,Jaccheri,&Chorianopoulos,2012)tomediatetheartisticoutput.BluffandJohnston
makeuseofmobiledevices,tocontrolandadjustopenairinteractiveinstallations(Bluff,2015).
Recently,withthecommercializationofeasy-to-useVRplatforms(suchasOculusVRandGoogle
Cardboard),wehavewitnesseda renaissanceof theVRpractices andwhatwasonceknownas
theMilgramcontinuum(Milgram,Takemura,Utsumi,&Kishino,1994).WhileVRhasbeenan
experimentalgroundforartistfordecades,withJeffreyShaw’sVRGoldenCalfexhibitedatArs
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